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Imagine 
Dual Reviews by Patrick Hogan and Bill Raecke 


Imagine That! 
by Patrick Hogan 


Well, the "Gang at Impulse" finally came out with 
their long awaited next generation of rendering/animation 
software. They seem to have kept the good parts of Turbo 
Silver, such as easily altered attributes, textures, and brush 
mapping, but they have thrown out most of the bad parts such 
as the extremely hard to use editor. 


One of the first things you’ll notice, is that there are 
five editors called Project, Detail, Forms, Cycle, and Stage. 
All except Project have certain things in common. The first 
thing that is obvious is that Imagine has beat Sculpt-Animate 
by one window -- that’s right, Imagine has four of them on the 
screen at the same time (Fig. 1). Three are the usual views -- 
top/right/front -- the fourth is a perspective of the object. The 
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Figure 1 


perspective can be simple wire-frame, solid with all hidden 
lines removed (lines aren’t shown that can’t be seen from your 
viewpoint), or shaded which colors the object in a 16 color 
grey scale. On any of the windows is the title of that window, 
and by simply clicking on the window title, you go to a full 
screen view. Click on the other window titles to go to a full 
screen view of that window or click on the one you are looking 
at to go back to the Quad-view, as Impulse calls it. Also 
common to all the editors, are the new pick methods. Now 
instead of clicking on each point, points can be selected with a 
drag box or lasso. They work just like they sound. With drag 


Continued on page 12... 


P.O. BOX 16126, Pittsburgh, PA. 15242 


This Month’s Schedule 


Sunday, February 17, 1991 


9:00 - 9:30 Meeting Registration. Visit our PCG Store and 
find some great prices on blank disks. 


9:30 - 11:00 Morning Sig Meetings. 
Amiga 
Beginner-C64-C128 
11:00 - 12:00 General Meeting in the Main Lecture Hall. 


12:00 - 12:30 A small break, PCG Store open and raffle 
tickets drawn. 


12:30 - 1:30 Afternoon SIG Meetings: GEOS 


Inside... 


Imagine 
Dual reviews of this 3D software 
President’s Notes 
Amiga SIG 
Paragon 
Big news on the BBS Front 
Library News 
Marilyn wrestles with a disk cataloguer, 
but manages to provide several Disks 
of the Month anyway 
Amiga News 
On books, multitasking, and multi-media 
Amiga Librarian 
A veritible Comucopia of Amiga games 
C-64/C-128 Unmasked 
Beginner’s Manuals and Communications...11 
The Last Byte 
Dave works with Scenery, and 
brainstorms newsletter names 


Pittsburgh Commodore Group (PCG) PO BOX 16126 Pittsburgh, PA. 15242 


BOARD MEMBERS 
President Neal Kushner 828-3505 
V.P. & Librarian Marilyn Richards 531-0531 
V.P. for Programs Nick Kish 462-7357 

(Speakers, Demos, etc.) 
Director of Public Relations John Blasdell 773-4206 
Treasurer Mark Snowden 487-4725 
Secretary John Mulcahy 921-3947 
Board Ken Slone 276-4645 
Members Bob Agostino 276-7148 

at Large 


Past President 


MEETINGS 

Meetings are held the 3rd Sunday of every month, except July & 
August, at Duquesne University’s Mellon Science Hall. Visitors are 
welcome. 

9:30 - 9:45am Doors open at Mellon Hall. Registration, Doughnuts 
& Coffee, Vendor’s Tables & Flea Market open. 

9:45 - 11:00am Special Interest Groups AM Sessions 

11:00am - 12 Noon Business meeting and/or Scheduled Speakers in 
Falk Hall on the first floor. If no meeting or speaker is scheduled, 
SIG’s continue. 

12 Noon - 1:00pm PCG Store opens, Vendor’s Tanles & Flea 
Market re-open 

1:00 - 3:00pm Special Interest Groups PM Sessions 


LIBRARY 

The Librarians, Neal Kushner and Marilyn Richards, copy PUBLIC 
DOMAIN and SHAREWARE disks for PCG Members. There is a 
small fee for the disk and service. The Librarians also accept 
donations of software for all Commodore computers, and attempt to 
help members locate programs in our extensive library. 

PCG BBS 

The PCG BBS can be reached at 2400/1200/300 bps, 8 bits, no parity, 1 
stop bit. Call 434-5483 24 hours a day. Sysop: John Mulcahy. 


DISCUSSION GROUPS 


For those who are new members or are not familiar with the 
workings of the PCG, we hold discussion groups as a part of the 
meeting, before and after the regular business meeting. Discussion 
groups are the informal gatherings that the PCG tries to hold each 
month so that various users can get together and share their ideas or 
questions about the many aspects of Commodore computing. 

Discussion topics may range from how to set up that new 
C128 to compose music using machine language or the ins and outs 
of using your modem with Compuserve or QLink. We hope to 
establish several varied discussion groups at each meeting and then 
report back the results or findings in the newsletter the next month. 
Everyone is welcome to come, ask questions, sit back and listen, 
offer advice and have a good time. 

I would like to know your thoughts concerning discussion 
groups. If you have a particular subject or idea you'd like to see, this 
is your chance to speak up. We plan to continue with the C128, 
Amiga, GEOS, and educational groups on a monthly basis again this 
year. I would like to expand the groups so that we can introduce 
graphics, music, telecommunications, etc. to both the new and 
current members. Please volunteer your service if you can. You 
don’t have to be an expert to lead a group, just have an interest and 
be willing to share some time with your fellow users. 

Amiga - Rick Bilonick 
MS-DOS - J. Hankowsky (279-1 
Geos - John Blasdell (773-4206) 
C-64/C-128 - Jack Kerchner 


Reg Ney 655-3261 


NEWSLETTER 


The Newsletter is published monthly. Its $1.50 cost is included in 
the $20.00 annual PCG Membership Fee. Members are encouraged 
to submit articles of all types. Please proofread carefully. Upload 
your article to the PCG BBS. All submissions received by the last 
Sunday of the month will be considered for inclusion in next month’s 
issue. You may also mail your articles on paper or on disk to the 
PCG at the above address. Preferred formats are ASCII, 
Wordperfect 4.x, SpeedScript, or EasyScript, although other formats 
may be accepted. 

Editor: Eric Kennedy Phone: 264-6824 

This issue of the PCG Newsletter was created using the following: 
HARDWARE 

Amiga 1000, LaserWriter, Migraph Hand Scanner, and assorted other 
goodies 

SOFTWARE 

Professional Page, WordPerfect , Uedit, Touchup, ExpressPaint 


MEMBERSHIP APPLICATION 


Membership Dues are $20 for one year. Bring this application & a 
check to the next meeting, or mail to: 
Pittsburgh Commodore Group 
PO BOX 16126 Pittsburgh, PA 15242 
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STATE ZIP 
HONE (HOME) (WORK) 
COMPANY 

IOCCUPATION 

EQUIPMENT 
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THE CLUB NOW EXCEEDS 250 FAMILIES, 
and we mail to over 50 other User Groups around the world. The 
total computerist readers of this newsletter is in the thousands. 


PCG STORE 

The PCG Store features monthly specials on disks, books, 
magazines, and assorted useful items. See the descriptions in this 
Newsletter. Back orders, and Mail orders are possible by 
arrangement with the Manager or Librarian. 


ADVERTISING 


Full Page $60 
Half Page $40 
Quarter Page $25 
Classified Ads FREE to Members 

All requests for ads MUST be accompanied by camera-ready art 
and payment in full, and must be received by the first day of the 
month in which they are to appear. Please mail your requests to the 
address shown at the top of this page. 
THANK YOU 


To our Supporting Sponsor, Duquesne University. 
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President’s Notes 


by Neal Kushner 


Well as I sit here writing this article I am becoming truly 
aggravated at the situation of the BBS. It has been down for the last 
few days and I for one have had about enough of it. I am not sure 
what needs to be done but it had better happen soon. It will happen 
soon. 


I will not be at the meeting this month because of a family 
event that I can not miss. Marilyn Richards will be holding the 
election for "Board Member at Large". Pick up your ballot at the sign 
in table. Rick Bilonick will be demo some of the Amiga games for 
me. 


At the last meeting we decided as a group on topics for the 
up coming meetings. 


This month’s topic is Games 
March is Electronics and Hardware 
April is Animation 
ay is Utilities 
June is Word Processing and D.P. 


Some people have already volunteered to help present but 
we could use more. If one of these topics is familiar to you, and you 


could present something you are working on, or have worked on, 
please contact me. 


Once upon a time in the far off kingdom of Pittsburgh there 
was a computer users group...And there still is !!!! u 


BRAND NEW C64C COMPUTERS AND 1541-II FLOPPY 
DRIVES FOR SALE 


These computers and disk drives are new floor samples that are 
covered by Commodore’s full factory warranty. The C64C 
computers are $95 and the 1541-II drives are $125. Call Al Taffel at 
854-4898. 


AMIGA 2000 FOR SALE 


The Amiga 2000 (super fat agnus and 1 MB chip ram) includes a 28 
mh GVP 68030 board with 68882 math c sor, Microway 
Flicker Fixer high resolution monitor card, GVP Impact 2000-SCSI 
controller board (2 MB of additional memory for a total of 3 MB of 
memory and SCSI hard drive controller) and Quantum 40 MB SCSI 
hard drive. An AT/IDE hard drive can be connected directly to 
re 68030 board. $2300. Call Rick at 922-8538 (home) or 831-4509 
(office). 


Amiga SIG 


by Rick Bilonick 


__The December/January issue of Amiga Video Magazine 
was aired at the January PCG meeting. We've just started the 
groups subscription to AVM so I’m not sure if the Febru 
issue will arrive before the February meeting. Check the PC 
BBS a few days before the February 17th (Sunday) meeting. As 
soon as I get the AVM video tape, I’ll view it and post a 
message on the BBS as to the contents. 


___ If you’re interested in running your C64 software on the 
Amigi, ou’ll be interested in attending the Amiga SIG this 
month (February). I'll be demoing TheA64Package, a public 
domain C64 emulator for the Amiga wy iff Dugan 
(Questronix, P.O. Box 340285, Hartford, CT 06134-0285). Of 
course, many great PD software programs are available for the 
Amiga, but this C64 emulator pac ge is better than many 
commercial packages - and the software is free. The emulator ís 
impressive. It will coexist with Workbench - that is, although it 
cannot multitask (because it takes over so many resources on the 
Amiga), it doesn’t take over the entire machine (like, for 
example, Amax - the Macintosh emulator). TheA64Package 
gives you a window for running your C64 programs. You can 
Switch between the 64 window and your Amiga programs, but 
a one or the other is actually running. The emulator supports 
C64 Basic, and much (but not all) software will run. You can 
even load a copy of your C64 roms to improve software 
compatibility. How do you load o C64 programs? You can 
load your programs using a null modem cable between the 
Amiga’s serial port and the C64’s "user port" (with an RS232 
interlace plugged in to the user port). You can also purchase a 
small adapter that plugs into the Amiga’s parallel port. This 
allows you to attach a 1541 disk drive or Commodore serial 
printer. The adapter can be purchased from the emulator’s 
author for $25 plus $3 ry oy Additional software is included 
to transfer files between 64 and the Amiga (both ways). 
You can use any drive/path combination on the Amiga as an 
emulated 1541 drive allowing you to run the pora entirely 
on the Amiga without a C64 or 1541 drive. You can even use 


C64 modem pora on the Amiga with an Amiga model 
plugged into the serial port because the emulator gives the C64 
program access to the serial port. Your C64 program also has 
access to Amiga printers through the Amiga’s parallel port. 


An important question is: But how fast does it run? 
Well, it runs like a C64 - on a 28 mh 68030 (without 32 bit 
memory). Ive never personally tried the emulator on an 
unaccelerated Amiga, but from what I’ve heard its reasonably 
good. We’ll see for sure at the February meeting when I run it 
on the PCG’s Amiga. 


Also at the February meeting, Reg Ney will demonstrate 
Distant Suns (Virtual Reality La ratories, Inc.) and Vista 
(Virtual Reality Laboratories, Inc.) Distant Suns is a 
peadam simulation Pogan. ista allows real world 
andscapes to be displayed and explored. Vista renders 
photorealistic images of 30 meter USGS databases. 


. If anyone has any questions about any aspects of the 
Amiga, feel free to ask me or any of the other Amiga owners. If 
we can’t answer your question, we’ll find someone who can. 
Also, if you’re having trouble with your software, bring it in and 
we'll give it a try. If you’re involved in any t of using an 
Amiga, let me know and I'll be glad to schedule you for a 
presentation. 


Next month, Ill be ge the AmigaWorld Expo in 
New York City. Unfortunately, the Expo is held over the same 
weekend as our March meeting. I’m looking for a volunteer to 
handle the Amiga SIG for March. Any volunteers? Please send 
me a message on the BBS. Since I’[l be away for the March 
meeting, the demo of the Universal Computer Interface System 
which can be used on the Amiga using the serial port and the 

64 using the expansion port or the user port with an RS232 
interface) will take place at the April „meeting. For my 
demonstration, I’m planning on having the interface control the 
signalling for a model railroad. e Amiga will be fed 
information on which tracks are occupied by trains, display a 
constantly updated track diagram, and automatically control the 
turnouts (switches) and railway signals. 


We had a good turn out last month, hope to see o 
Sunday, February 17th. 
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Paragon BBS 


by John Mulcahy 


Hello, it’s me again. I’ve come back to bother you some 
more. I figured that the newsletter could benefit this month by me 
typing an article on how to use the new software on the BBS. 


For those of you who have no clue as to what I meant by the 
aragraph above, let me try and clue you in on what's been going on 
or the last month. About a week before last month’s meeting, I 

received a package in the mail. In that package was the Paragon BBS 
program, and a Christmas card. On the card read “With belated 
wishes to you and all members of the group for a productive and 
prosperous 1991. Signed, a member.” That’s a HECK of a Christmas 
gift in my opinion! So without further ado, I took the BBS down last 
meeting to install the software. I then found out that I would have to 
do a LOT of work to get this program installed. As a result, I asked 
and was granted permission to take home the hard drive that the BBS 
runs off of to install the program and do the work that was necessary. 
It went up 6 days later. Fhe rest of this article will take us through an 
average session on the BBS. Read it closely, as this is probably the 
only help file that I will be making. 


Ok, the first thing you do is to logon. You then find that you 
are not recognized by Paragon. This is normal as I wasn’t able to 
transfer the user list from BBS-PC!. So the next thing that you do is 
to register as a new user. No problem there. You finish that soon 
enough. After you are done, you may read the bulletins or quit to the 
Main Menu. Either way, you can’t do too much when you get to the 
Main Menu as you haven't been validated yet! You then logoff. 


Later in that day, Gary VanGelder or myself calls in, sees 
that you have called, recognize your name (or in my case, I compare 
your name to the user’s list that I swiped from Reg last month!), we 
then restore you to your former access level. So the second time you 
call, you are faced with a LOT of features and no idea on how to use 
them. Read on and be informed! 


The first thing you will do, is what I do when I first login: 
look at the Main Menu! You see the options there. You know what 
"Message Area" does. You also know what "File Area" does. 
"Bulletins" you have a clue that it may take you back to the bulletin 
menu, but being a good member you have already read the bulletins, 
so you have no use for this command! You see "Adjust Parameters". 
At that you say "Hmm... I wonder is this will change my settings.". 
So you type 'A’ and YES that takes you to a place where you can 
change your defaults/settings! You then hit ’Q’ (because as you have 
learned that, when in doubt, hitting ’Q’ will ALWAYS abort what 
you are doing and take you back to the previous menu) and go back 
to the main menu. You look, you see a 'U’ command which will let 
you see the Userlist. You say "Hmm... I wonder who all calls this 
place." So you hit "U’ only to be denied access to it! Then you think, 
what a jerk that Sysop is. Here he put this command in and then 
won't let me use it! Almost as bad as waving candy in front of a 
baby! Well in that I apologize, I will make available the User list 
command at the next meeting. After that you may hit ’W’ and check 
for your waiting mail. That is purely optional. 


After looking at the Main Menu, you decide to go check 
your mail so you hit M’ which will bring you to the Message base 
Menu. You are then shown with the message bases that we have. 
You then notice that these are basically the same message bases that 
we used to have. But after that, you notice these 3 commands on the 
bottom: "[A]ll New, [DJownload Messages, and [T]hread read all 
new.". You are confused so you experiment. You find that ’A’ will 
read every new message in every new message base. Pretty slick 
there, as you don’t have to change bases. You then reason that 
Download messages means just that: Downloading Messages. Takes 
a rocket scientist to figure that one out! Then you look at "Thread 
read all new" and wonder. You know what "read all new" means. 
Then you realize that "thread" means a series of messages and replies 


` pertaining to one topic. So you figure that "Thread read all new" 


means that you will be reading new Reply CHAINS instead of new 
individual MESSAGES. Good logic there I can tell you! 


Then you stop and think. You think to yourself "Hey, I can 
do all these neat reading things, but how do I WRITE a message? 
After all this sysop encourages people to send messages as well as 
read them.." So you look at the message base numbers. You look 
harder and reason that perhaps you have to select a message base 
number in order to enter a message. You t hen find out that you are 
correct! You decide to enter an Amiga message so you enter '7’ at 
the prompt. It takes you to area 7 and gives you ANOTHER MENU! 


You see first that you can "Read Messages" but then you 
realize that this message read is for the Amiga section only. Then you 
see "Other Message Area" and reason that that will take you to 
another message area to enter and read messages. After that you see 
“Leave Feedback". You then think "Leave feedback?? Sheesh, I see 
that command at every menu, gee I guess this sysop really wants to 
know our opinions of the BBS." Then you see "Scan Messages". You 
reason that this is to read a number of messages, perhaps to look for 
something: a topic perhaps, or maybe messages by certain users. 
Then you see Mark message... you wonder what a Mark message 
command can mean. Then you realize that perhaps you are marking 
them for retrieval and reading later. You look at "Kill Message" and 
wonder why you would want to murder a message?? Then you 
realize that perhaps that means “killing, or deleting" a message that 
you had written. You give that menu one more hard look and notice 
that you can logoff from there, or type that 'Q’ command and go 
back to the Main Menu! 


But you do what you basically chose that section to do: you 
go to enter a message. So you hit ’E’. It then says "To <All>:". After 
that you either hit Return to address the message to All, or you enter 
a person’s name. After that it asks you for a subject. You enter a 
subject. You then type along and realize that this is a different editor: 
you have to use "/s" to save and "/?" for help. You hit the /? and see 
all the possible answers. You know that "/d" will delete a series of 
lines. You see that "/a" will abort your message. You see that "/b” 
will change the Subject. You see that "/n" will start you over. You 
also see that "/s" saves, and "//" puts in a "/". But you wonder what 
"Insert quoted message here" means. Well let me tell you that this is 
one of the nicest features that this editor has. If you are replying to a 
message, hit /q, and it will insert the previous message. Then you see 
that the Sysop has a 6 line limit on quoted messages. That means, 
that only 6 lines of other peoples’ messages are allowed in your 
message. So then you have to use /d, and delete a series of lines. You 
then try out /j and see that it will center the text on your message. A 
cute feature. Then you try out that /r command. You see that it will 
substitute one word for another. So if you misspelled a word up 3 
lines, you hit /r then enter your misspelled word, and it will replace it 
with whatever word you want it to. Then you do a /s and save your 
message. That takes you to the message menu, and you hit ’Q’ to get 
back to the Main Menu. 


Next you check out that ’F’ command and see what files 
you can download! You are presented with 29 or 30 different areas. 
You are presented with a check for new files, or you can go to the 
certain area. Checking for new files has the exact same commands as 
a Verbose list, so I will wait until later to cover that command. So 
you choose to Amiga Utilities as you know that there are over 200 
files there and you have a good selection. You already know what 
Download and Upload files do. You know what "Quit to main menu" 
and "Goodbye" do. Now you reason that "Find files" means just that, 
Find files. So if you hit ’F’, it will locate a file for you. Then you 
notice the "Toggle libraries for find". You try that out and see that 
you can choose how many libraries that Paragon will look through to 
find a file for you. You know what "Other file area" means. It is the 
same as "Other message area". Just a simple area change command. 
You can figure out what Mark files is.... Just setting a file aside for 
later retrieval. Then you see "Short scan of files". You say to 
yourself, "Hmm THAT’S the command I want!". That command is 
identical to the BBS-PC! Catalog of files command. Then you see 
Verbose list. That is the same as the "browse" command of BBS-PC! 

Continued on page 14... 
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Library News 


by Marilyn Richards 


Members can still obtain copies of 
| K ] the Income Tax Program by Harv Harris. If 
you are unable to attend the meeting, the 


disk can be mailed. The documentation for 
the program is on the disk and can either be 
read on the screen cr printed out. 


0 A sincere thank you to Steve Vajda 
for supplying two of the missing C-128 
library disks. Copies of the following disks 

are still needed to complete the P.C.G. archives. 


#29 PCG Info files #7 #65 Logo #2 (Havenwood) 
#33 128 Telecommunications #2 #67 Logo #5 (Boston) 
#37 128 Telecommunications #4 #75 128 Graphics #2 
#59 CPM Disk #82 128 Comal #1 


The rest of the C128 disks have been catalogued (#87-114). 
The catalogue will be at the library table for your review. 


Have you ever noticed that whenever attempting to do a 
seemingly simple job you end up with LOTS of extra work? I 
needed to go through the C64 DOM library to find GAMES to 
compile for the special game disks for this month. I located the 
DOM1 library file on the Disk Catalogue Manager Recorder 
(DCMR) disks that Larry Galati set up. However, whenever I tried 
to access this file, strange things would happen to my disk drive. The 
noise and banging were bad enough, but when my drive would no 
longer recognize any disks, I was sure I permanently damaged 
something. I was sick. I shut everything off and went to bed. 
Believe it or not, the next day the drive worked fine. I am not sure 
what happened to that file or whether anyone else has had any 
trouble in accessing it. I would appreciate it if you would let me 
know. Both ay copy and the library’s copy are noisy. It may have 
eventually loaded, but I was a bit apprehensive listening to all the 
sputtering and banging from a usually fairly quiet disk drive. 


I ended up recataloguing all the C64 DOM. I used E.G. 
Bell’s Catalogue program, the same one that he used to print out the 
C128 Catalogue. The program is very fast and easy to use. I did 
encounter several bugs with my printer. The header for the paper 
does not print out cleanly. I do not know why it prints extra spaces 
or lines in the beginning, but it is not serious enough to quit using the 
program. Ed was aware of that problem after I sent him a printout. 


Unfortunately, the job is not done. Do you remember what I 
said about seemingly simple jobs getting more complicated? I was 
down to cataloguing the last 14 disks when for some reason or other, 
something in one of the directories sent my printer into expanded 
print mode--no matter what mode I was in. other delay! I will 
eventually get these disks catalogued. But, unfortunately, the 
contents of the game disks will not be ready for this month’s 
newsletter. I will post something at the meeting listing the contents 
of the disk(s). The disks that are reviewed do include a few games. 


During the cataloguing iprocess, I found that the disks of the 
month pup from #22 (5/88) to #44 (1/89). That would include 6/88, 
9/88, 10/88, 11/88 and 12/88. It could be that there were not disks 
featured for some of those months or disks were refeatured. I 
believe this was also when other feature disks were sold (THE 
WRITE STUFF, PCG Term, etc.). It is obvious that the #44 was 
chosen randomly to start the next phase of library disks while the 
previous disks were still being catalogued. It is important to keep a 
record of the disks featured by the PCG. As long as the gap has been 
noted with a reasonable explanation, I see no reason to renumber the 
remaining library disks. I am not sure what catalogue program is the 
best to use. These were the only two that I had. Some of the disks 
that I have to review may include a few catalogue programs. Perhaps 
there is a catalogue program that you like and would be interested in 


sharing during the C64/128 SIG meeting. Maybe we could even 
bring them all in to demo. If interested, check with Jack to see if 
there is time available. 


For those who might be wondering what is available on the 
BBS, I have a printout of the 64/128 files at the library table. The 
GEOS files are not included on this particular list since I printed it 
for my own records. Perhaps one of the GEOS users on the BBS 
could list the GEOS files leave a copy at the library table. 


As requested at the January 64/128 SIG meeting, copies of 
the C128 terminal program Desterm V 1.2, donated by Sean Peck, 
will be available from the library (128 DOM #115). If additional 
copies are needed, they can be mailed. As Sean mentioned at the 
meeting, Desterm V 2.0 is available on the BBS. The other C128 
terminal popom, PRO 128 Term V 16.1, is available on the BBS 
and on Disk #61 offered at the January meeting. 


I finally received a response from RUN magazine. 
According to Dennis Brisson, Editor-in-chief of RUN, they "cannot 
condone the distribution of the disk to members of the club who are 
also purchasers of that issue." He mentions copyright protection and 
potential loss of revenue as the 4 strane reasons for withholding 
permission. The P.C.G. library will respect that decision. 


As of this date, there have not been any suggestions, hints or 
tips submitted for the PCG handbook. One member suggested 
distributing a booklet that was once offered by the P.C.G., "A 
Survival Guide to the 1541 Disk Drive" by Mindy Skelton. There 
are two copies in the P.C.G. holdings. I wrote to the publishers to 
check the current price and availability of the booklet. It seems the 
publishers moved. But I did locate the address of the author in the 
same town. Hopefully, we will hear something soon. 


We have been contacted by another Commodore user grou 
requesting arrangements to participate in a disk of the mon 
exchange. St. Hilda’s and St. Hugh’s School in New York sends 
their disks as NYCig DOM. I have already responded to their letter 
and sent six disks in return. I will review their disks as well as those 


we continue to receive from C.L.I.C. and H.A.C.G. 
Feature Disks of the Month 
DISK #60 
This disk features two sides of educational and instructional 


games that are not only for the kids. Seriously, some of them are a 
real challenge. 


FRICTION physics applications 

BIG BIRD simple math program. 

BONES graphic tutorial of the major bones. 
ALPHANUM tutorial for learning numbers, letters & keyboard. 


POKER video poker game. 

COLOR LOGIC puzzle game. 

ZERO ZAP computerize pinball game. 

SLOTS OF FUN slot machine fun without losing money. 


SEIGE opportunity to demolish a medieval castle. 
KRUNCH maze-like game to help Kaptain Krunch eat fruit. 
WARLORDS destroy the warlords before they get you. 
MELTDOWN roaches infest the nuclear reactor core. 
KAMIKAZE stop the aliens before they reach earth. 

IN THE MILL classic game. 

THRILLER songs and graphics. 

COLOR MAGIC graphics program. 

DIVISION tutorial on long division. 

GIANT/DWARE a logic game. 


BIORHYTHMS bar graphics and multiple month scanning. 
POLYNOMIALS tutorial. 


DISK #65 
This disk is from C.L.I.C and features utilities and games. 
Side one 
WARRIOR OF THE CROWN TANK WARS v1.0 
SUPERUTILITY LABEL IT 
DISK JACKET MAKER CRYPTO-64 
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PS IMAGE VIEWER CATALOG-COMP 
SID ORGANIZER 

Side two 

DIR 128 v2-40/80 128 DIR+v1.1 DEMO 
PAPERSAVER. 128 SIDEWINDER 128 
OFFBASE 128 OFFBASE.DOC 
Diskfiler 128 V5.0 Disk Utility-80 


Load"*",8 <CR> then RUN <CR> to load the menu. 
SIDE ONE--C64 


WARRIOR OF THE CROWN is a game by Paul Sponer and Dave 
Turner. Make bay way to the giant’s land and attempt to get the 
king’s crown. course, you have to fight your way through all the 
guards--and then the giant. 


TANK WARS is a two ca game by Dan Ellis and Douglas 
Huggins. This game does not load from the menu. Either load from 
the directory or just LOAD "tank*",8,1 <CR> 


LABEL IT is a multiple label maker by Colen F. Thompson. The 
program accomodates hand fed labels, envelopes and label strips (the 
one-up fan-fold labels). 


SUPERUTILITY v4.1 is just what it says. A SUPER utility by J.F. 
Grace (1986). This is a menu driven utility program that does just 
about everything. There are four menus with ten options in each. 


Menu 1 DISPLAYS directory, BAM, all load addresses, 
(or/change) file load address, module to hide disk directory, file to 
screen in HEX, (or list) sequential file, program listing to screen, 
multi-size directory printing, and next menu. 


Menu 2 changes disk drive device #, restores scratched file 
on disk, creates autobooting C64 program, creates C64 program 
booter (load, 8,1), autosorts disk directory, merges disk program 
files, converts sequential file <--> relative file, converts sequential 
files to program files, lists programs/translates graphics and displays 
next menu. 


Menu 3 write protects disk, unwrite protects disk, scratch 
protects file, unscratch protects file, validates diskette, erases 
diskette, autoformats diskette, changes disk ID/name, cancels disk 
drive bumping and displays next menu. 


Menu 4 converts decimal to HEX, converts HEX to 
decimal, initializes drive, renames filename, checks track/sector for 
errors, checks disk read/write head, sets 1571 drive to 1541 mode, 
se 1571 drive to 1571 mode, terminates program and reboots the 

irst menu. 


DISK JACKET MAKER uses Epson or Commmodore printers to 
make disk jackets. 


PS IMAGE VIEWER is a Print Shop graphic displayer. 


CATALOG - COMP is a directory catalog program by Mark 
Dickenson that can handle a maximum of 200 diskettes and 600 
programs per file. From within the menu, the user can read the disk 
directory; display, load, save and scratch catalog files; display 
diskette headers and diskette directories; list programs alphabetically, 
by diskette or by filetype. A submenu also provides selections from 
modify program (I,V,D), find program, clear directory file memory, 
delete diskette and exit program. When first loading up the program, 
the user is asked for information regarding device #, drive #, and 
Commodore printer (Y/N). 


CRYPTO 64 is a program to develop hidden words. 


SID ORGANIZER 3.0 is a program devel by Jerry Roth (Dr 

with special FX and ML routines by Steve Ensley (1988). Th 
utility program s track of up to 2500 SIDS along with their 
words. It features full sort capabilities. Files can be loaded to the 
screen or printer. It is menu driven. Choose from Read in a disk, 
Load in SID list, Save file to disk, Print files, Directory ($), Files to 


screen, Delete a disk, Change SID read device, Help to update a disk 
and Quit a program. 


SIDE TWO--C128 
DIR 128 v2 (40/80) is the menu for this side. Load "Dir*",8 <CR>. 


128 DIR+v1.1.DEMO will not load from the menu. The menu is set 
up to load ML (,8,1). Either load the program from the directory 
listing or Load "128*",8 <CR>. This is an 80-column DEMO 
cataloguing program by Ed Seils (1990). The user has the option of 
listing the start and esses of each program file. There are no 
printer capabilities in this demo version. 


PAPER SAVER.128 is a humorous, money-saving approach to 
reduce toilet (paper) expenses??? This is a nice display of windows. 


OFF BASE.128 (193 blocks) is an 80-column data base program by 
Peter V. Bulla. The DOCs (62 blocks) are also included on the disk. 
This program would not load from the menu. Either load it from the 
directory listing or type LOAD "off base.128",8 <CR> or "off*",8 
<CR> then RUN. From within the menu, Establish a new file, Sort, 
Add, Edit, Search, Print all, Review / Scan, (select) Disk file options 
(Load & Save), Redesign file Structure and Report. There is an easy 
exit from any mode using the F-1 key. Be sure to print out the DOCs 
before using the program. 


SIDEWINDER.128 may be familiar to the 128 users. It was written 
by E.G. Bell. Unfortunately, the copy that came on this disk does not 
work properly. I kept encountering a syntax error. However, when I 
hit the RUN/STOP and RESTORE keys, then RUN, the program 
started to setup--but crashed. We do have a working version of the 

‘ogram that was featured on the 128 DOM #102 from 2/90. I will 
ilecopy the working program and the docs to this disk before the 
meeting. This is a ah colar program that works with the 1525 
compatible printer. It was tested on a Panasonic KX-P1595 using the 
Xetec Super Gold Interface. Essentially, use it to printout 
cheatsheets (keyboard overlays) for use with your most often used 
software. The directions indicate which line numbers to fill in strings 
with your definitions. The lines will then printout above and below 
the keyboard to the left of the spacebar, above and below the 
spacebar, above and below the keyboard to the right of the spacebar 
and above and below the numeric keypad. Just keep within the 
quotation marks in each line and do not change the length of the 
string. 


DISKFILER 128 v5.0, by Mike Clark (1986), is a 40-column disk 
filing system that works on any drive combination. From the menu, 
the user can Add names to file, Remove names, Print files, Sort files, 
Search for program names, Search for disk numbers, Save files, Load 
files, View directories and Exit to Basic. This program also keeps 
track of the number of records in memory. 


DISK UTILITY-80 is an 80-column utility Wy sls by Harrington 
and modified by Mike Ward. Options provided include format disk, 
change disk name or ID, recover files, rename files, change device 
number, sort disk directory, get directory and quit. 


DISK #66 
SIDE ONE 


This disk comes to us from NY Cig and features oie eae 
for the C64, one for the C128 and one g program. eisa 
Run-me. 1st file, but I could not get it to run. It just made a squeeling 
noise and crashed. Load "Program notes",8 to get a nice introduction 
to the disk. The feature program is Omega-q, a great utility that is 
needed for dissolving files (Library, Lynx and Arc files). Full 
documentation is included on the disk and can be read on screen or 
printed out from within the program’s main menu. Files can also be 
copied and printed out from within Omega-q. A SD file copier is 
included on the disk to transfer files to different disks. This was 
included for a special reason. All the games are archived 
("game.arc"). You will have a chance to use Omega-q to dissolve the 
files. First, filecopy the arc program to a fresh formatted disk or one 
with more room since this one only has six blocks free. Load 

Continued on page 14... 
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Amiga News 


by Rick Bilonick 


Several new Amiga books are available. Last month I 
mentioned a new Amiga Modula-2 book published by Avant-Garde 
(publishers of Benchmark Modula-2 compiler, source level debugger, 
etc.). This month IDG Books (publisher of AmigaWorld and 
AmigaWorld Tech Journal) have introduced two new books: 
AmigaWorld Official AmigaDOS 2 Companion by Bob Ryan 
($24.95) and AmigaWorld Official AmigaVision Companion by 
Wallace ($24.95). Abacus Books has also published a new book on 
the Amiga and music and another book on the Amiga and printers. 
Both the AmigaDOS 2 Companion and the Amiga and Music are 
available at Waldenbooks at Ross Park Mall. 


AmigaDOS 2 Companion (408 pages) has the following 
chapters: 


1 Introducing Amiga OS 

2 Workbench Basics 

3 Workbench At Work 

4 Preferences 

5 The Contents of Workbench 

6 Extras and Beyond 

7 AmigaDOS and the Shell 

8 Delving into AmigaDOS 

9 Manipulating Files and Devices 
10 AmigaDOS Command Scripts 
11 Introduction to ARexx 

12 Practical ARexx 

A AmigaDOS Command Reference 
B ARexx Quick Reference Guide 
C Gloss 

D AmigaOS Error Codes 

i Index 


The book is profusely illustrated. It also corrects some 
errors and omissions in Commodore’s Using The System Software 
manual that comes with Amiga OS 2.0. 


If you have ever wondered how it is possible that 
Commodore (in 1985) could have produced a computer (the Amiga 
of course) and operating system (Exec, AmigaDOS, Intuition, and 
Workbench) that could multitask in as little as 256KB (256,000 
bytes), while OS/2 and Windows (in 1990) require a minimum of 3 
MEGA BYTES (3,000,000 bytes!), you should read Tim Holloway’s 
article in the January 1991 issue of Byte Magazine (pp. 329-334): 
The Object-Oriented Amiga Exec. Mr. Holloway asks: "How does 
the Amiga manage to provide multitasking and windowing services 
in less than one-half to one-fourth the memory that Apple and IBM 
computers need?" His answer is: minimal redundancy. Holloway 
goes on to explain what minimal redundancy is and how it is 
connected to object oriented programming (OOP). The article gives 
a nice overview to the Amiga’s operating system and points out its 
many advanced design features. 


Another somewhat revealing article appeared in the 
December 3, 1991 issue of Computerworld: Microsoft lines up big 
guns for multimedia product push (by James Daly). Apparently, 
many people are not impressed by IBM’s (so-called!) "multimedia." 
(Surprize, surprize.) The article ludicrously describes what 
"manufactures" said an entry level multimedia setup would include: 
an Intel 80286(!) equipped personal computer, a compact 
disc/read-only memory drive, 2MB of memory, a 30MB hard disk, 
standard IBM Video Graphics Array, enhanced audio and the 
Windows multimedia extensions. Additions, which as the article 
points out, that would add several thousand dollars to the cost of a 
typical PC. The article further states that there is a severe lack of 
MS-DOS software for multimedia because "Software houses have so 
far targeted most of their multimedia development efforts at more 
graphically-oriented PC platforms, such as ... Commodore Business 


Upcoming Amiga Shows 


by Rick Bilonick 


Two Amiga-oriented computer shows will be — lace 
in New York City in the next few months. AmigaWorld Expo 
(formerly Ami Expo) will be held March 15-17 at the New York 
Hilton in Manhattan. AmigaWorld Expo will be presenting two 
Novice classes (Basic Amiga Concepts and Understanding the CLI), 
and 6 Master Classes (The = Video, Amiga Animation 
Station, Presentation Techniques, iga Graphics, Amiga 3D, and 
Amiga Multimedia). Tickets and information can be purchased in 
advance by calling 800-32-AMIGA. Advance ticket prices are: $15, 
$20, and $25 for one, two, and three days ($5 additional if purchased 
at the door). 


The Second Annual World of Amiga will be held April 5-7 
at Pier 90, New York Passenger Ship Terminal in New York City. 
The show features Amiga hardware, software, accessories, seminars 
and bargains. Pre-registration (deadline March 15) is pelo single 
day $25 for all three days. Ticket prices are $5 itional if 
purchased at the door. Call 416-595-5 for tickets and/or more 
information. (Admission in New York City is restricted to persons 
12 years of age or older.) 


If you go to either of these shows, you should consider 
taking Amtrak from Pittsburgh’s Pennsylvania Station to New 
York’s Pennsylvania Station. In my opinion, it’s the best and least 
expensive way to go. Especially when you consider the cost and 
hassle of parking/driving in Manhattan or the cost and cattle-like 
treatment on the airlines! Amtrak has two daily trains each way 
between Pittsburgh and New York City: 


Broadway Ltd #40: leave Pittsburgh 7:30am arrive NYC 5:25pm 
#41 leave NYC 2:05pm arrive PGH 12:00am 


Pennsylvanian #42:leave Pittsburgh 9:45am arrive NYC 7:05pm 
#43:leave NYC 7:45am arrive PGH 4:59pm 


Note: On Sundays only, the Pennsylvanian (now Train #44) 
leaves Pittsburgh at 12:3 (one half hour past noon). 


The Pennsylvanian is unreserved - tickets can be purchased 
in advance or before boarding the train. The Broadway Limited is all 
reserved and tickets should be purchased as far in advance as 

sible because it is often completely booked. The Broadway has a 
ull diner car where restaurant style din ing is available for breakfast, 
lunch and dinner. The food is prep by the on-board chef, is 
moderately priced (breakfast $3-$4, lunch $4-$6, and dinner $5-$10). 
The Broadway also offers private compartments (or pen ae with 
toilets) starting at $56 per single person roomette and includes one 
meal). Two-person are also available as are suites. You 
can of course take the Broadway one-way and the Pennsylvanian the 
other way - what ever is most convenient. If you book rent hs tin 
~~ round trip is $90 per adult. You can cancel with full refund up to 
45 minutes before the Broadway leaves. The Pi Ivanian has only 
a cafe car where snacks, sandwiches, soda, tea, coffee, beer and wine 
are served. Once tickets are purchased, they are good for travel on 
any day within a several month period and can be tumed in at any 
time for a full refund. 


The times and costs are fairly accurate but you should check 
with Amtrak for the latest information by calling 1-800-USA-RAIL. 
The train is an extremely comfortable way to travel! | 


Machines, Inc. Amiga." 


Check out this issue of Dr. Dobb’s Programmer’s magazine. 
The focus is on data compression for (you guessed it) multimedia and 
animation. The editorial page is skeptical about using 80286 
machines for multimedia and says that the Amiga is the logical 
choice. hil 
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The Amiga Librarian 


by Neal R. Kushner 


outside and have fun mowing the lawn. I have 
chosen the games that will be on the disks but 
I haven’t actually created the disks at this time 
so the following is a list of the games in 
alphabetical order. Many of the games came 
from Fred Fish disks, some from Amicus, and 
a few others from points unknown. I used AC’s Guide to The Amiga 
to compile the list of games. 


Soon To Be Disks Of The Month 
3D BREAKOUT - 3D glasses, create breakout in a new dimension. 


ADL - (Adventure Definition Language). ADL is a superset of an 
older language named DDL, by Michael Urban, Chris Kostanick, 
Michael Stein, Bruce Adler, and Warren Usui. ADL enhancements 
were made by Ross Cunniff, who submitted this material for 
inclusion in the library. 


Adventure - A port of the classic Adventure game originally written 
by Will Crowther and Don Woods. Has been extended to a 550 point 
version. Also speaks as it prints (though I found this feature 
annoying). Minimum 512K recommended. Binary only. Author: 
David Platt, Ken Wellsch, Dave Haynie 


AdvSys - An adventure writing system, as described in the May 1987 
issue of Byte magazine. Advsys is a special purpose programming 
language that was specifically designed to be used to write computer 
text adventure games. Version 1.2, binary only. Author: David Betz 


AMIGA FLIGHT SIMULATOR II AMICUS SCENARIOS - 
Contains several files of scenarios for Amiga Flight Simulator II. 


AmigaPunt - A program designed to predict the performance of 
horses in a race. The premise is that the factors affecting a horse’s 
performance, and ultimately the result of the race, can be given a 
value. Binary only. Author: Pierre A du Parte 


AmigaVenture - A program which allows you to write your own 
Infocom-style adventure programs in AmigaBasic. It is a 
full-featured adventure parser, including direct and indirect objects, 
multiple object processing, adjectives, automatic ambiguity 
resolution, and subordinate clauses. The parser includes support for 
one, two, or three-word verbs, and a full set of object-manipulation 
primitives. Author: Mitsuharu Hadeishi 


AmiOmega - Amiga port of the Omega game. Omega is similar to 
hack or rogue, but is much more complex. There is a city, several 
towns, a wilderness, lots of dungeons, a multitude of monsters, lots 
of spells, magic items, etc. There are several quests to complete. All 
in all, it is an excellent game. Requires 1Mb or more of memory. 
Amiga version 1.0, binary only. Author: Laurence Brothers, Amiga 
port by Rick Golembiewski 


AmiGo - A Go board and player for the Amiga. You can play against 
another human, against the Amiga, or have the Amiga play itself. 
Version 1.0, includes source. Author: Todd Johnson, Stoney Ballard 


Amoeba - This clone of Space Invaders is one of the best freely 
redistributable games for the Amiga to date. Unlike many 
commercial games, it even works correctly in a multitasking 
environment (by not requiring you to reboot just to play a game). 


Highly recommended! Author: LateNight 


Developments 


Binary only. 


Asteriods - Nicely done "blast the asteriods" type game. Unique 
feature is that all the images and sounds are replaceable by the end 
user. So instead of ships and rocks, you can have an Amiga against 
a horde of IBMPC’s if you wish. Author: Rico Mariani 


Backgammon - Another game in AbasiC by the author of 
Monopoly. Author: David Addison 


BackGammon - A graphical Backgammon game done as an 
undergraduate A.I. course project. Version 1.0, includes source. 
Author: Robert Pfister 


BallyIII - Amiga port of the former arcade game named Click. This 
version fixes some minor bugs and is faster than the previous 
versions. This is version III, an update to the version released on 
disk 221. Binary only, shareware. Author: Oliver Wagner 


BattleForce - A nicely done shareware game, submitted by the 
author, that simulates combat between two or more giant, robot-like 
machines. Binary only, version 3.01. Author: Ralph Reed 


BlackJack - A line oriented (no graphics) blackjack game. Author: 
Unknown 


BreakOut - A 3-D game. Requires 3-D glasses. Author: Tim 
Kemp 


BrickOut - Classic computer brick wall game, ABasic program. 


Cards’O’Rama - A simple game that let’s you push your memory. 
It is played with a deck of 32 cards, grouped in 16 pairs. The cards 
are shuffled and then displayed at the beginning of each game. Your 
goal is to pick up as many pairs as you can, until there are no cards 
left on the screen. Version 1.0, includes source. Author: Werther 
Pirani 


Casino - Games of poker, blackjack, dice, and craps. ABasic. 


Castle - A simple graphics adventure game suitable for beginners. 
Binary only, but source available with a small donation to the 
author. Author: H. James Fox 


Chess - A port of a chess game posted to Usenet. This is an update 
to the version first included on disk 96. It has been upgraded to use 
an Amiga Intuition interface. Version 2.0, binary only. Author: 
John Stanback; ported to Amiga by Bob Leivian Version 2.0 
upgrades by Alfred Kaufmann 


ChessTutor - Chess tutor is a program designed to introduce novice 
chess players to the basics of the game. Shareware, written in 
AmigaBASIC. Author: William Jordan 


ChinaChallenge - A game similar to Shanghai or Mahjong. The 
goal is to remove all parts of the pile, the so called Dragon, step by 
step. This dragon is composed of 120 different game pieces. You 
can always find four pieces displaying the same picture or chinese 
symbols. Binary only. Author: Dirk Hoffmann 


Clue - Clue board game. Nice. Author: Greg Pryor 


Conquest - You control an interstellar empire, decide which star 
systems to explore, which planets to colonize, etc. The computer 
will also be building its own empire and competing with you for 
resources. The one with the greatest population at the end wins. 
First distributed in executable form only on disk number 10. This 
distribution includes source. Author: Unknown, ported to Amiga by 
Rob Shimbo 


BlackBox - The black box is an 8x8 grid in which several "atoms" 
are hidden. Your job is to find the atoms. You have at your 
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disposal a ray projector which you can use to send rays into the box 
from any of the 32 spots around the box. Binary only. Author: Tim 
Kemp 


Cosmic - An interstellar multiplayer game of War and Peace. From 
the looks of the documentation file, it appears fairly extensive! 
Version 1.01, includes source. Author: Carl Edman 

Cosmo - An “asteriods" clone. Suggested $6 donation. Author: 
John Harris 


Cosmoroids - A version of ’asteroids’ for the Amiga. 
CrazyEight - Card game based on the children’s traditional favorite. 


Cribbage - Another game in AbasiC by the author of Monopoly. 
Author: David Addison 


CRobots - A game based on computer programming. Unlike arcade 
type games which require human input controlling some object, all 
strategy in CRobots is condensed into a C language program that 
you design and write, to control a robot whose mission is to seek 
out, track, and destroy other robots, each running different programs. 
All robots are equally equipped, and up to four may compete at 
once. This is version 2.3w, an update to version 2.2w on disk 331. 
Binary only, source available from author. Author: Tom 
Poindexter, Amiga version by David Wright 


Cycles - A simple but enjoyable game apparently inspired by the 
cycle game in the movie "Tron". Version 1.0, binary only. Author: 
John G. Gilmore 


DC10 - An AmigaBasic DC-10 instrument flight simulator. Appears 
to be quite in-depth with flight-planning and take-off options along 
with an extensive documentation file. Requires rebuilding on a 
separate disk and was successfully done so by following the author’s 
instructions in the ReadMe_First file. Author: Jan Arkesteijn 


EFJ - A fast action machine-code game (Escape From Jovi) 
featuring hi-res scrolling, large playfield, disk based high score list, 
stereo sound, multiple levels, a cheat mode, realistic inertia and 
gravitational effects, an animated sprite, and more. Use a joystick in 
port 2 to control the ship. This is version III. Includes source in 
assembly code. Author: Oliver Wagner 


EgyptianRun - Cute little “road race + hazards" type game. Version 
1.1, binary only, shareware, source available from author. Author: 
Chris Hames 


Emporos - You are living on the island of Emporos, where several 
countries exist. Your goal is to make one of these countries your 
own. There is only one way to do this, and you have to find it out. 
Binary only. Author: Roland Richter 


EOMS - Experts Only Mercenary Simulator. A neat (and tough!) 
PD game that was originally developed for eventual commercial 
release but for various reasons the author decided to release as PD 
instead. So far my son has beat every other Amiga game I’ve got, 
both PD and commercial, but he gave up on this one. For serious 
game players. Binary only. Author: Daniel Cardenas 


Flipper - A small, fast, Othello program. Does not use any look- 
ahead methods. Binary only. Author: Michael Sinz 


Fme - Nicely done map editor for the Fire-Power (tm) game. 
Features interlaced hi-res with intuition interface. See the 
"Readme.fnf" file for information on making a bootable disk. 
Includes source. Author: Gregory MacKay 


GravityWars - The object of this game is for one player to hit the 
other player’s ship with a missle, before being hit yourself. The 
ships and planets don’t move, but aiming the missle in the presence 
of gravity fields and black holes makes hitting your target difficult. 
Version 2.0, shareware, binary only. This is an update to the version 


on disk number 84. Author: Ed Bartz 


Hack - contains a port of the popular UNIX game "Hack", done 
byJohn Toebes and the crew at the Software Distillery. This is 
version1.0.3D. 


Hackersin - Text file explains how to win the game "hacker’. 


HackLite - This is the latest version the Amiga port of Hack, with 
lots of Amiga specific enhancements and neat graphics. Now 
includes an easy to use installation program. This is HackLite 
version 1.0.0, binary only. Author: Software Distillery 


Iff2Pcs - An interactive puzzle program that takes any IFF file 
containing up to 16 colors, and breaks it up into squares to make a 
puzzle which the user can then piece back together again. Version 
1.1, an update to the version on disk 122, includes source. Author: 
Ali Ozer 


JAR - A shareware game (Jump And Run) using 3-D graphics. Your 
task is to collect the blue pills lying on the floors and steps, not to 
fall down or off the steps, and to avoid several monsters wandering 
about. You can collect various sorts of weapons to use against the 
monsters. Version 1.0, binary only, source available from author. 
Author: Andreas Ehrentraut 


LabyrinthII - A shareware role-playing text adventure game similar 
in operation to the Infocom text adventures. Includes source. 
Author: Russell Wallace 


Larn - a port of the popular UNIX game "Larn", done byEdmund 
Burette and the crew at the Software Distillery. This is 
version12.0B. 


Life - Another version of Tomas’s Life game. Includes a torus 
option, an option to perform calculations with the processor rather 
than the blitter, and more. This is version 5.0, an update to the 
version on disk 306, and is about 15% faster. Includes source. 
Author: Tomas Rokicki 


Light - A version of the Tron light-cycle video game. 


Life-3d - A 3d version of the classic cellular-automaton game. 
Shareware, author suggests $20 donation. Version 1.2, binary only. 
Author: Bob Benedict 


MarbleSlide - The aim of this game is to build a slide on a 10 x 11 
board of pieces that move around, allowing the marble to reach the 
goal piece. You play against time. Also includes a board editor so 
you can build custom boards. Binary only. Author: Peter Handel 


Mean18 - Two custom golf courses for Mean 18. Author: Joel 
Swank 


Migasol - A game of solitaire. 


MileStone - Another game in AbasiC by the author of Monopoly. 
Author: David Addison 


Mindwalker - Text clues to playing the game well. 


MirrorWars - A new game featuring sound, title music, and two 
player mode. You fight your opponent via laser rays, but beware of 
the mirrors reflecting your shots. Author: Oliver Wagner 


Missile - A nice "missile defense" game. Written 100% in 
assembler (source available from author) and is very fast! Author: 
Glen Merriman 


MM - An implementation of the game Mastermind. In this game 
you must try to guess a color combination which the amiga sets via a 
random generator. There are 6 colors which can be set in any 
combination. Includes source. Author: Dietmar Jansen 
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Money - Try to grad all the bags of money that you can. 


Monopoly - A simulation of the Parker Brother’s board game 
MONOPOLY. Binary only, source available from author. Author: 
Ed Musgrove 


Moonbase - You must guide a lunar lander to ferry cargo from an 
orbiting space station to bases on the surface of the moon. You get 
cargo and fuel for the lander by docking with the space station. The 
goal is to complete all the assigned cargo deliveries, and to destroy 
as few landers as possible in doing so. Binary only. Author: Jim 
Barber 


Moria - A single player dungeon simulation. The object of the 
game is to defeat the Balrog, which lurks in the deepest levels of the 
dungeon. You begin at the town level above the dungeon, where 
you may acquire supplies, weapons, armor, and magical devices by 
bartering with various shop owners, before descending into the 
dungeon to do battle. Amiga enhancements include pull down 
menus, graphics mode, pickup mode, a continuous move mode, a 
real time mode, a message wait time mode, as well as other 
modifications to improve overall playability and to take advantage 
of the unique features of the Amiga. Version 3.0, binary only, 
requires at least IMb of memory. Author: Robert Alan Koeneke 
and others. Amiga version by Richard Henderson and others. 


MouseBounce - A short hack/game that makes your mouse pointer 
bounce around the screen. The object is to close the MouseBounce 
window and exit the game. Each time you click the mouse button, 
the pointer speeds up. Includes source. Author: Jonathan Potter 


NameGame - A game based on a popular type of word skill puzzle 
contest generally sponsored by newspapers. Binary only. Author: 
Mike Savin, Gladstone Productions 


Obsess - Obsess-O-Matic is a real-time puzzle game like Tetrix 
where the object is to fit the falling pieces together to form complete 
horizontal rows. Features such as burning, exploding, and invisible 
pieces enhance game play. Other features such as a puzzle piece 
editor are included in the version available directly from the author. 
This is version 1.0, shareware, binary only. Author: Wayne Phillips 


Othello - Othello game, binary only. Author: Matthew Bellew 


PacMan87 - This is a nice little "pacman like" game with some new 
features like fire pits, stabbing knives, electric arcs and flame 
throwers, that must be avoided. Has three levels of difficulty, easy, 
medium, and hard. Sounds can be toggled on or off. Keeps a record 
of the top ten scores. Author: Steve Jacobs and Jim Boyd 


Paranoids - An asylum escape game. Paranoids is a traditional board 
game played by drawing cards, rolling dice, and moving pieces 
around the board. Each player has six pieces, four patients and two 
doctors. The object of the game is to get all of your patients out of 
the asylum. This is version 1.0, binary only. Author: Richard 
Anderson and Gary Teachout 


PetersQuest - This cute game has you, the intrepid Peter, following 
a trail of hearts through a world of 20 levels, riddled with porcupines 
and other hazards, to rescue Daphne, the love of your life that has 
been kidnapped by the evil Brutus. Version 1.0, binary only. 
Author: David Meny 


Puzzle - Simulation of puzzle with moving square tiles. 
Executable only. Author: Bill Beogelein 


PuzzlePro - Create a puzzle from an IFF picture, which the user can 
then piece back together again. Written in AmigaBASIC. Version 
1.0, binary only, shareware, source available from author. Author: 
Syd Bolton 


Pz15 - Computer version of those cheap plastic puzzles with 15 


white tiles numbered 1 through 15 and an empty square in a 4 by 4 
arrangement. This one is more challenging since you can’t solve it 
by just prying out the pieces. Includes source. Author: Mike Hall 


Quattro - Another Tetris like program. Has three levels of play 
difficulty, sound effects, a 43-color background, next stone preview, 
and joystick or numberpad control. Version 1.0, binary only, source 
available from author. Author: Karl-Erik Jenss 


RatMaze - 3D rat maze game in AmigaBASIC. 


Reversi - Plays the classical reversi game on an 8 x 8 square field. 
Version 2.0, an update to version 1.2 on disk 245. Includes source 
in assembly language. Author: Marc Fischlin 


RistiNolla - A Finnish game. The name means something like 
CrossZero, and is also called Go-Moku. Version 1.0, shareware, 
binary only. Author: Mika Pihlajamaki 


RollOn - A "“Soko-Ban" like shareware game, submitted by the 
author. Includes both English and German versions, a level editor, 
and digitized sounds. This is version 1.1, binary only. Author: 
Tobias Eckert 


Rubik - Translation to C of a Rubiks Cube solver program originally 
written in Basic by John Murphy. Includes versions to do an 
“unwrapped” 2D solution, and a more visual 3D solution. Version 
0.0, includes source. Author: Roger Uzun 


Sabotage - Sort of an adventure game. ABasic program. 


ShangaiDemo - Demo version of the Activision game “Shanghai”. 
Submitted directly by Activision for inclusion in the library. 


Slot - A slot machine game written in AmigaBasic. 


SlotCars - A fast action one or two player game of "dueling" 
slotcars. Shoot rockets at your opponent and avoid his. Binary only. 
Author: Brian Moats 


SnakePit - A simple, yet addictive game in which you must get the 
snake (you) off of the screen. There are, however, some rough spots 
and some obstacles that may need to be overcome. An excellent 
example of a game that is as system friendly as possible. Includes 
source. Author: Michael Sinz 


Sol - Amiga version of solitaire game posted to usenet some time 
ago and modified to use Amiga console control codes in place of 
curses calls. Includes source. Author: David Goodenough; Amiga 
port by Joel Swank 


Solitaire - Two new ABasiC games, Canfield and Klondike. 
Author: David Addison 


SunMaze - The 3d maze demo from disk 171, now expanded with 
shadows in the corridors to give more sense of direction. Includes 
source. Author: Werner Gunther, Shadows by Dirk Reisig 


Sword - Sword of Fallen Angel. Text adventure game written in 
AmigaBasic. Author: Andry Rachmat 


TACL - An adventure player for games written with The Adventure 
Construction Language, a commercial computer language. Includes 
two sample games; one is text-only and the other is text-graphic. 
Binary only, plus the TACL source code that was used to write the 
graphic adventure. Author: Kevin Kelm and Rhett Rodewald 


Tetrix - A addictive game of speed, skill and luck. Based on a game 
originally called Tetris. The object is to fit together oddly grouped 
falling blocks to create a solid wall, which is then cleared from the 
bottom up. Sounds simple enough right? Sure ...! Shareware, 
Version 1.1, Binary only. Author: David Corbin 
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Tiles - A basic tile game like Shanghai or GunShy. A board is 
covered with a set of 144 tiles, 36 different sets of 4 identical tiles, 
each with a picture on it. The object is to remove all the tiles, 2 at a 
time, by matching identical tiles. Version 2.1, includes source in 
Modula II. Author: Todd Lewis 


Trek73 - A Star Trek game. This one is just crying out to be 
Amiga’ized by some ambitious hacker. Authors: Many, see 
comment in main.c 


TrekTrivia - Very nice mouse-driven trivia type program for Star 
Trek fans. Contains 100 questions with additional trivia disks 
available from the author. This is version 2.0, an update to the 
version on disk 180, and includes selectable skill levels, a cheat 
mode, and 250K of digitized music. Author: George Broussard 


TriClops - Very nice graphics oriented 3-D space invasion game. 
This was previously a commercial product which is being released 
into the public domain for promotional purposes (they are working 
on a multiuser, multimachine version). Author: Unknown, published 
by Geodesic Publications 


TunnelVision - Another fine ABasiC game from David Addison. 
This is a maze game with a 3-D perspective view from inside the 
maze. Author: David Addison 


Wanderer - A neat little game with graphics and sound, ported from 
the Unix version, originally written on a Sun workstation. The idea 
for Wanderer came from games such as Boulderdash, Xor, and the 
Repton games from Superior Software. Includes a builtin editor for 
extending the game by adding additional screens. Version 2.2. 
Author: Steven Shipway and others. Amiga port by Alan Bland 


Wheel - Nice little "Wheel of Fortune" type game, written in 
AmigaBasic. Author: Hari Wiguna 


Witchinghour - A game. AmigaBasic program. 


World - A text adventure game similar to the Infocom adventures of 
Planetfall and Starcross. Quite large with a tremendous variety of 
responses. Version 1.02, includes source. Author: Doug Mcdonald, 
Amiga port by Eric Kennedy 


YaBoingII - A game program demonstrating hardware sprite usage, 
including collision detection. This is an update to the version on disk 
36. Includes source. Author: Ali Ozer, based on original by Leo 
Schwab 


YachtC3 - Update to the Yachtc program on disk #10, contains some 
fixes and incorporates a simple sound process. Version 3. Author: 
Sheldon Leemon, with enhancements by Mark Schretlen 


Yawn! - A small WorkBench sliding block puzzle to keep your mind 
and fingers busy while your compiler is busy crunching away on 
your highly secret, hard earned source code that you hopefully 
remembered to unscramble first! Features selectable size from 4x4 
to 7x7 and European, Hindi or Arabic numerals. Includes source. 
Author: Lorenz Wiest 


Zerg - An Ultima clone that takes your character through a simple 
but deadly fantasy world where you get to slaughter monsters, talk 
with the inhabitants of fully populated towns, embark on royal 
quests, purchase a plethora of weapons, cast spells, and otherwise 
occupy yourself while your computer is engaged in more important 
business. Version 1.0, binary only. Author: Mike Shapiro 


We are still trying to complete our Fred Fish library. We 
have“all the disks from 1 to 403 except 62, 63, 321-324, 328, 329, 
331-336, 338-341, 344, 347-349, 351-372, 374-376, 378, 380-382, 
384-387, 390, 392, 394-395, 397, 399-401. If you can help us fill in 
the blank spots in our collection we will reward you with a disk of 
ours for a disk of yours. Thanks ! 


C128 
and C-64 


1 


by Jack Kerchner 


This writer believes the Jan. 20th SIG meeting was really 
great! It began with Marilyn Richard’s brief discussion of the PCG’s 
endeavor to compile a "Beginner’s Manual" for use with C64/128 
computers. 


The consensus of the SIG group was overwhelming that this 
project SHOULD be worked upon. Marilyn stressed the fact the 
endeavor is a GROUP FUNCTION and that all members of the 
group are urged to participate! In fact, if it is to be accomplished, 
everyone is going to have to pitch in. 


Marilyn Richards is willing to coordinate the group’s 
efforts. So, get your suggestions together and pass them on to 
Marilyn. Remember! It’s a Group Effort! And most all of You 
agree that it should be done! 


After Marilyn’s brief discussion, the meeting topic, 
"Communications - Using the Modem" began. Sean Peck did an 
outstanding job as both the instructor and discussion moderator. 
Sean had a modem hooked up to a C-128 computer and demonstrated 
the modem’s signal onto the monitor screen. 


The only problem was that the time went so quickly! 


Sean had a modem connected to a telephone "live" and had 
hoped to assist individuals in learning how to connect onto the PCG 
BBS. In fact, had there been more time, he would have had the 
person actually hook up. 


TIME - it was agreed that we need more of it! So, we are 


scheduling another COMMUNICATIONS session for our next 
meeting, Feb. 17th. Hopefully, Sean can continue. 


In addition to Communications, time permitting, Gary will 
discuss the use of "ARCHIVES". Gary has prepared some fine 
pass-outs on the subject. Again, it depends upon the TIME! 

The C-64/128 SIG Meetings are getting very interesting 
and this writer believes that much of this is due to the Group’s fine 
participation. 

One last thought: Let’s begin to: 

START ON TIME & QUIT ON TIME! 


Keep Smiling & Keep Computing! E 


PRICES THIS MONTH FOR MEMBERS WITH CARD | 


| Amiga disk of the month $3 Ist, $2 2nd. 
3 1/2" blank Sony disks DSDD $.80ea | 


If you know what you want please call and leave an order at 828-3505 
between 6pm and 9pm or a leave a message on the PCGBBS to Neal 
Kushner by the Friday before the meeting at midnight. This will greatly 
help speed up your delivery. 


Your Humble Amiga Librarian, 
Neal R Kushner E 
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Imagine...Continued from Page 1 
box, just drag a box around points you want to select and bang, they 


are all selected. With lasso, just draw a line around a series of point, SESSSSREESEER eee SENTZ 
whether they are connected or not, and zap, all points will be acted BEEREN akm m E 


biter sS 
on as one. > K BT a. 


The Forms Editor 


The Forms Editor is mostly used to make primitives (simple 
shapes put together to make a complex object) easily and quickly 
(Fig. 2). It works not by having all the points of the object for you to 
edit, but instead you alter the basic shape. In other words, if you 
wanted to make a box that was wider at the bottom than the top, you 
would make the form in the top view square, and make the form in 
the side and front views wide at the bottom and skinny at the top. It 
is easier than it sounds since the Form Editor has things like 
symmetry for the different views, so points on opposite sides or in 
different views can be moved as one. 


The Detail Editor 


The Detail Editor (Fig. 3) will do just as it says, you can 
adjust all the details of an object. Here is where you apply textures 
(four of them at a time if you like) like brick and wood; attributes 
like how much and what color of light the object will reflect, absorb, 
and pass; brushes (any type of an IFF picture -- once again four at a 
time if desired) that can reflect or pass light, create altitude maps (the 
brush will create a contour on the object, with dark colors making the 
deepest impression) or simply slap the picture on the object (Fig. 4). 
If all these attributes sound daunting, they can be. Most folks I’ve 
talked to that didn’t like Turbo Silver at least in part disliked the 
attribute requestor because it was just too much. Imagine has added 
to the attribute requestor so I doubt that many will find it any easier 
to use. However, I know of no other rendering software that gives 
you as much power of the appearance of the object. 


In addition to the attribute requestor (that’s right, all the 
above is controlled from ONE requestor), you can do things like 
change the size and orientation. You can extrude (make a flat object 
x amount deep) to a certain length or along a path, either straight or 
rotating as it goes, which can give you some fascinating objects. 
You can also perform lathe like operations called spin and sweep 
which let you create an object from just an outline. Added is hide 
points. Say you have already made an object only to find that a point 
in the middle needs to be moved just a bit. With hide points you can wane” sei 
get rid of all the points in the way and just leave the ones you need to eo Toen Ean. anoci 
work on. When you switch to another pick method, all the points 
you got rid of will come back and the point(s) you changed will still 
be altered. Detail also includes magnetism: points close to the point 
you are moving will move also, but not quite as far, and points 
further away will move a little less, and so on. 


Lastly, but not least, is Slice. Impulse claims they are the 
first to offer this boolean operation. Slice allows one object to cut a 
hole in another. In the tutorial that came with Imagine, I created a 
outline letter A, took a plane, and using slice, made the face for the A 
without connecting all the points myself. In addition, the plane now 
had a perfectly shaped A punched right though it. I will have to 
experiment with this some more, but it looks like some very 
interesting effects could be achieved with Slice. 


The Cycle Editor 


Next is the Cycle Editor (Fig. 5). Think about walking. 
Seems simple right? Think about trying tell your object on the 
screen to do it. Sound tough? Not with Cycle. You work with 
simple stick-like things. Make them pivot, twist, or rotate. Set up 
key frames -- ones that mark a certain point of movement. Like 
when you're walking your left foot is in front and the right is to the 
rear, next your right leg is bent and coming forward, next the right 
foot is in front and the left is behind you, and so on. You just set the 
little stick man to match those shapes, assign objects to the different Figure 4 
parts of the stick man, and voila, you have a walking object on the 
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Figure 6 


screen. 
The Stage Editor 


Lastly, the Stage Editor, the most powerful part of Imagine 
in my opinion (Fig. 6). Here you set the stage for your production -- 
lights, the players, global conditions like ambient lighting, and 
special effects. In the Action Editor part of the Stage Editor, you can 
view everything that will happen and everything that is there or that 
will appear. The Stage Editor uses bar graphs so you can easily tell 
what is happening when. If you want a object to change from a blue 
cube to a red sphere, you simple add the cube as an actor, click the 
ending frame of the animation, and type the red sphere’s name in the 
requestor that comes up. Imagine will handle changing from one to 
the other over the course of the animation. You can also set an object 
to follow a path, with changes happening to the object at certain point 
in the path. Lights can be dimmed or brightened during the 
animation. Objects and lights can be hinged to other objects, so that 
if a object is at -100y and is hinged to one at 0, telling it to move 
+100y will make it move in a parabolic arc. You can also use special 
effects. The ones included on the disk are explode, grow, and ripple. 
They all work as you would imagine, explode will cause an object to 
blow up into its triangular components over a set number of frames, 
grow will make the object bigger over time, and ripple can be set to 
cause an object to act as a pond that had a stone thrown in it, or as a 
flag-like object. 


This is only a brief review, so I can’t go over everything. | 
haven’t said anything about the Project Editor, even though it is 
useful also. I just don’t have the time. A important note: if you only 
have one meg on your machine, you won’t be able to do much. 
Imagine is powerful and easy to use, and it would be a great addition 
to any animator’s library. 


Imagine: A Second Opinion 
by Bill Raecke 


I have had Sculpt 3D for several years. I bought Turbo 
Silver about a year ago. After playing with each of them for a short 
period, I lost interest. There were a couple of reasons. First, until 
earlier this year I had a standard Amiga with a 68000 processor. 
(Programs like this scream for a 68030.) Second, both are difficult 
for someone of my limited abilities to master. Sculpt 3D has a 
standard three-view drawing of the scene that is being worked on. 
Now, three-view drawings may come natural to some, but to me they 
are confusing. I would continually find myself rendering something 
that was not even close to what I had envisioned. Turbo Silver, 
although basically more powerful, is even worse when it comes to 
user interface. In Turbo, you get to see only one view at a time -- 
and the views it provides require a great deal of imagination. 


The big change that Imagine provides is the addition of the 
perspective view. With Imagine, Impulse is providing us the same 
three-view drawing provided by Sculpt, but in addition there is a 
perspective drawing provided right along side the other views so that 
you can really get an idea of what things look like. For me, this is 
invaluable. If you need a full screen view to do a little work, it is a 
simple mouse-click away. 


One other thing that simply knocks my socks off is the 
Cycle Editor. As mentioned in Patrick’s article, the editor uses key 
frames to define the animation. That means that you don’t have to 
define every frame individually. You simply define key points in the 
movement and Imagine fills in the blanks. And I might add that it 
does a remarkable job. But one other point worth mentioning is the 
use of easily defined hierarchically related objects. When you enter 
the Cycle Editor, there is an axis on the screen. (Think of it as a root 
point.) Click on the axis and drag the mouse in any direction and a 
diamond shape appears. This shape defines the length and thickness 
of an object to be moved. Other objects can then be attached to the 
same point or to the end of the diamond shape. In this way objects 
are related to each other. Think of the first diamond shape as an 
upper arm. To the end of that we could attach a forearm. Then we 
could attach a hand. And, of course, to the hand, we attach five 
fingers. With this hierarchical structure movement becomes much 
simpler. If we tell Imagine to move the forearm, it automatically 
knows that the hand and fingers must move with it. You don’t have 
to define separate movements for those items. If you do want them 
to move independently as well, they will always move in automatic 
relation to the movement that the forearm is making. And once the 
moving objects are defined in this way, forms are attached to the 
diamond shapes so the object looks as it should. (In our example, 
hopefully like an arm, hand, and fingers.) 


The Stage Editor is the final step. Objects which have been 
defined other places are put together here. These can be static 
objects or moving objects that have been defined with the cycle 
editor. And, since the Stage Editor can be an animation editor on its 
own, the animations can be quite complex, combining the separate 
movements of many independent objects. Following the instructions 
provided in the last tutorial in the manual, I was able to put together a 
complex animation using the pieces I assembled as I went through 
the book. It consists of a walking figure (put together in the Cycle 
Editor using just cylinder shapes) climbing over rough terrain 
(created in the Detail Editor from a plane) and being tracked by a 
searchlight (created in the Stage Editor) while the camera zooms 
back as it flies around the scene. It’s easy to do. This is pretty 
amazing stuff. I stayed barefoot for quite some time (from those 
pesky socks getting knocked off). 
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64 News...Continued from page 6 

Omega-q and follow the on-screen directions to dissolve the arc file. 
The alternative would be to boot Arc.Aid v6 that was featured on 
disk #50 and change the ARC files to SDA files. 


PROGRAM NOTES information about the disk 

3D CUBE computerized version of Rubiks cube. 
ATTACK FORCE shoot ’em up. 

DEVIATION abstract computer graphics with music. 
MAZE SOLVER maze game. 

MONALISA graphic program--just sit back and watch. 
NIGHT-FLIGHT good flight simulation game. 

THE STAND graphics and music program. 

ZIX like breakout, from Canada. 
COLCAV 80 128/80 original adventure game. 

SIDE TWO 


This side of the disk features two SID players and a 
promotional copy of COMPUTE ’s Sid pos Songs, pictures and 
words are supported by one of the sids. The sid for the 128-40 
columns supports the mouse. Load the "run-me.lst" file to get 
important information about using these programs. All the files on 
this side are SDA files (self dissolving arcs). Just load the program, 
put a fresh formatted disk in the drive, and let the file dissolve on that 
disk. 


RUN-ME. Ist SIDPLAYER.SDA 
SIDE 1/PT1.SDA 128SID1.5SDA 
SIDE 1/ PT2.SDA SIDE 2.SDA E 


Paragon...Continued from page 4 

So you do the Verbose list, do a question mark and see your options 
there and find them almost identical to the BBS-PC! options. Then 
you see the last file command: "View an Arc/Lzh/Zoo". All that does 
is do an archive list into the contents of the file. If you have a 
C64/128, then that command is useless to you as the file compressors 
are not compatible at all. 


After typing all this in, and now that my fingers are on strike 
from overwork, the only thing I can say is: WHEN IN DOUBT 
EXPERIMENT! The system is set up to keep you from damaging it 
so feel free to experiment. With this article as a good background and 
a good starting point mixed with my demo at next month’s meeting, 

yera be very well on your way to becoming an accomplished 
user!! 


-Sysop- 
Sysop’s note: The BBS number is 434-5483. Once again: 434-5483! 


Try it and call! And you gonna like it!! Last time: 434-5483!! | 


Stores Displaying PCG Newsletter 


The following stores carry products of interest to PCG members and 
provide an outlet for our newsletters: 


B. Dalton Books (South Hills Village Mall) - Books, magazines, and 
Amiga disk magazines. 

Border’s Books (Norman Center II - near South Hills Village) - 
Books and magazines. 

CDR Systems (Washington St., Swissvale, PA) - Amiga hardware, 
software, and magazines. 

Pittsburgh Computer Store (Rt. 51 near Century III Mall) - Amiga 
hardware, software, books, and magazines. 

Waldenbooks (South Hills Village) - Books and magazines. 

Games and Gadgets (Century III Mall) - Amiga, C64/128 software. 
Electroniques Boutiques (Ross Park Mall) - Amiga, C64/128 
software. 

Babbages (South Hills Village) - C64/128 software. 

Babbages (Ross Park Mail) - C64/128 software. 

Micromaster (Aliquippa, PA) - Amiga hardware and software. 
Second Childhood (Beaver Falls) - C64/128 hardware and software. 
Carnegie Libraries (all branc ies) - PCG Newsletter. | 


We tried to include a picture that Dave drew with the help of 
Scenery, but it did not reproduce well in black and white. Instead, 
we included another picture that he drew freehand. Enjoy! --Ed. 


Hello everyone! I hope you are all feeling great and having 
a nice day! 


As I sit here watching and waiting as my AMIGA 500 boots 
up the program necessary to write this column I wonder why the 
ICONS for the disks in drive DFO, DF1, and RAM appear on the 
right side of the screen while the pointer appears on the left side of 
the screen! This just does not make sense to me. The first thing you 
have to do if you use WorkBench is grab the mouse, move the 
pointer from the left side of the screen to the right side of the screen 
to the ICON you need, and click on the ICON to load in the program 
you want. The computer designers make the computers faster and 
faster, then put in extra steps to slow the operator down! Enough 
said.. 


This month’s subject is about a program entitled "Scenery" 
written by Brett Casebolt of Rocklin, California. This is version 
V1.0 and can be found on Fred Fish’s public domain disk #155. As 
the name implies this program generates realistic images of mountain 
landscapes. I have found this program exceedingly easy to use with 
its intuition menus and requesters which allow you to set many 
options. 


To give you and idea how easy this program is to use I will 
write about pull down menus. 


First of all, we have the PROJECT menu. With it you can: 


A. GENERATE SCENE: 

1. use same seed 

2. use new seed 
B. RE-DRAW SCENE (after you make changes) 
C. HIDE TITLE BAR (to look at whole picture) 
D. SAVE SCENE (as a IFF file) 
E. STOP DRAWING. (to make changes) 


Second, we have the HEIGHT menu. This operates the 
tallness of the mountains. 


1. 800 (I believe this to be feet) 
2. 2000 

3. 4000 

4. 8000 

5. other (your choice here) 


Third, you get to control the direction where you would like 
your light source (sun) to come from using the LIGHTING menu. 


1. DIRECT OVERHEAD 

2. BEHIND RIGHT SHOULDER 
3. BEHIND LEFT SHOULDER 
4. FRONT (no shadows) 

5. BACK LIGHT 


Fourth, we have the VIEW menu. This lets you get an eye 
view of the mountains from high up in the mountains to low on the 
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Landscape 


The next menu is the WATER menu. Of course mountains 
look better with the ocean or river in front or in back of them. 


1. LOW 
2. MED. 
3. HIGH 
4. NONE 


Lastly, we have the title bar. This is titled, SCENERY. It 
tells you what you have selected for the SEED (example: 10108), and 
the HEIGHT (example: 2000). You also have the gadget control to 
move the screen front or behind. 


I find it fascinating to start with a "random number" seed 
just to see what the mountains look like. I have tried the birthdates of 
everyone I know! 


I have had a lot of fun with this program. It is something 
you can really use on a rainy day! You may also want to do a scene, 
save the file, and load it into DeluxePaint or DigiPaint3 to put in a 
great foreground. It’s up to your imagination. Anyway you look at 
it, you can WOW your friends or relatives. They will think you are 
another Rembrandt!!! Enough said... 


Next on the agenda ... It is time to think of a new name for 
our club newsletter. I am sure a lot of the membership has their own 
ideas to share with the club. 


I submit: 


THE FIRST BYTE 

THE BOOTBLOCK 

THE TOOLBOX 

COMMANDER 

DATA-ONE 

COMPUTER CONNECTION 

THE COMPUTER PROPHET 
» COMPUTER ENHANCER 

THE FASTFILE 

THE SPLIT-WINDOW 

THE STACK 

PREFERENCES 

THE PRINTOUT 


COMPUTER SHOWCASE 
MEDIA-MAGIC 

THE EXPANDER 

PCG MONITOR 

THE PARALLEL PORT 
THE HARD DISK 

THE CLIPBOARD 
BESERK 

THE CURSOR 

THE TRASHCAN 

THE APPLE-EATER 
SNAPSHOT 

THE SHIFT KEY 

THE NOTEPAD 

THE RAM DISK 

THE PARALLEL CONNECTION 
PIXELS 

THE PERIPHERAL 

THE MULTITASKER 
THE SCROLL BAR 

THE COMPUTER DRAWER 
THE DIRECTORY 

THE ALT KEY 


Well, there’s ten minutes worth of thinking. I am sure many 
of you can do much better. So, sit back, relax, and think of a good 
name for our great newsletter. Submit your name at the next 
meeting, on the BBS, or mail it to me: 


David F. James 
346 Meade Drive 
Coraopolis, PA 
15108 

(412) 457-8015 


By the way, I would like to thank Keith Monahan for the 
cheat sheet he mailed me to use with Shadow Of The Beast II. My 
son and I really appreciate it. Enough said ... 


Don’t forget to write to the boys in the desert. I am sure 
they appreciate your mail more than ever now. I have been told to 
only send letters now because packages take too long. Many 
servicemen enjoy hearing about computers. Perhaps you can send 
them some computer art. Enough said ... 


I hope you like the new LOGO for my column. It took a lot 
of time and effort to think of the logo. It took about two hours to 
draw the logo and get it where I was satisfied using DeluxePaint. It 
was two enjoyable hours. 


Keep computing and have a nice day! z 


PLAN FOR THESE 


UPCOMING DATES 


In order to save expensive phone calls, please mark these 
dates on your calendar. 
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Suffering from the computer confusion blues? PCG 


E S Commodore, VIC-20, C-64, and C-128 are registered trademarks of Commodore 
can be just the prescription you need. No question is too Business Machines, Lid. Amiga is a registered trademark of Commodore Amiga, Inc. 
simple or too complex for the collective resources of the Apple and Laser Writer are registered trademarks of Apple Computer, Inc. 
hundreds of Commodore users comprising the Pittsburgh 

Commodore Group, the largest user group in the area. ‘Tarmac ote ee 
PCG supports the Commodore user with specialized individual authors, and may not reflect the opinion of the PCG. Any article may be 
discussion groups addressing your interests, monthly reprinted provided that the author and the PCG receive proper credit. 
"hands-on" meetings for face-to-face idea sharing, an 

association store offering bargain prices on instructive Duquesne Untersity Campus 

books, disks, and many other useful items, and a Public Bileti Street 


Domain software library of thousands of programs. It’s ai aes Ua 
the beginning of the end of the computer blues when you nent > 

join the PCG. For more information on the Pittsburgh 

Commodore Group, call the PCG BBS at 434-5483, or 
contact any Board Member. 


A” 


We meet on the third Sunday of each month at 


DUQUESNE UNIVERSITY '—% 
MELLON SCIENCE HALL EN 
DOORS OPEN AT 9:30 AM 


